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ABSTRACT
Societal advancements have aided in the evolution of twenty-first-century adult
learners. Learners no longer conform to traditional instruction; instead, instruction that
adapts to the learner’s needs are necessary. Conventional learning that ensues multidomain approaches to learning is on the rise. Play-based learning is one such approach
that is multifaceted, and versatility in bridging gaps that exist between the learner and the
curriculum. Play-based learning is a form of instruction that has the potential to
encompass the whole learner by allowing opportunities for cognitive, affective, and
psychomotor interactions throughout learning. However, for many, play-based learning is
an instructional approach represented solely in childhood education. Nonetheless, when
paired with instruction play-based learning is both an intrinsic and extrinsic way for
adults to learn.
The research conducted in this study aimed to assess GED participants'
perceptions of play-based learning current and potential instructional use in Mississippi
(GED) General Adult Development programs. Programs that have seen steady declines
in retention and completion rates since the adoption of a revised, Common Core aligned
GED assessment. Analysis of the responses indicated a significantly positive correlation.
Mississippi GED participants reported play was useful in developing the cognitive,
affective, and psychomotor aspects of learning.
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CHAPTER I - INTRODUCTION
What is adult education?
While education is a knowledge-gaining activity accessible for most, adult
education is education occurring amid a mature audience often referred to as adults
(Merriam & Brockett, 1997). Adult education is ideally comprised of schooling
strategically developed for the distinct reasons of educating individuals who are
considered adults by societal standards (Amstutz, 2001). A second breakdown of adult
education, described by Knowles in 1983, is a group of planned techniques developed by
numerous organizations with the intention of facilitating adults in the learning process.
The science of teaching adults is known as andragogy. This form of teaching
encompasses individuals who are known as adults (Rachal & Bingham, 2004) and while
the term adult has a “normed” definition, all definitions encompass an indication of
experiences and living that far surpasses that of a child (Knowles, 1984). The term adult
relates to the physical abilities of a person and the idea that a person is capable of
reproducing. Society often characterizes someone as an adult when that person is able to
participate in adult activities such as voting, marriage without parental consent, and
joining the military forces, just to name a few (Rachal & Bingham, 2004). The term adult
has many definitions however, throughout the course of this research the term adult will
be used to refer to an individual’s chronological age (Knowles, 1960).
Adult education is a life long journey of knowledge and experiences that develop
continuously over ones life span. Learning opportunities in adult education range from
remedial and basic education, such as Adult Basic Education Courses and GED
programs, to trade skill level courses and advanced learning programs such as vocational
1

schools and college programs (Miller, Grows, Deggs, el, 2016). Learning that occurs in
the context of adult education acts as a resource used to heighten areas of the learner’s
interaction with the world around them. Adult basic education, however, is a form of
adult education in which specific educational milestones have not previously been met
(Galbraith, 2004). Adult basic education addresses the lack of prior completion of
societal schooling or programs that serve as prerequisite to successful integration into the
workforce or society. These prerequisite are often measured by society through adults’
academic completion abilities (Amstutz, 2001). Completion is often assumed to equate to
the knowledge and comprehension level of an adult. Once knowledge and comprehension
levels are established, these levels are then used to determine the adult’s academic
capabilities and instructional needs, staying mindful of the fact that there are often other
factors that contribute to these needs and abilities (Noe, 1989). Nonetheless, adults in
basic education programs often lack academic proficiency in one or more subjects that
require moderate to intense instruction. Regardless of the level or types of adult
education, the majority of adult education shares a common goal of providing adults with
knowledge and skills that can be used to alter the learners’ future for the better
(Galbraith, 2004).
Adult education background
Adult education is a field of study that has existed for several centuries; however,
this area of study has not been one that has been researched or received much interest
until the nineteenth century (McShane, 2005). During the early 1900s, the field of adult
education was broad and lacked organization. In 1926, the American Association for
Adult Education, often known as AAAE, was established to bring individuals in the field
2

of adult education together to assist with the direction and growth of educating adults
(McShane, 2005). This organization provided instructors, from all professions linked to
adult education, the opportunity for collaboration, development, discussion, and debate
related to knowledge, research, and issues in the adult education arena.
During the initial years, adult education followed two streams of adult learning
known as the scientific and the artistic streams (Knowles, 1989). The scientific stream,
launched by Edward Thorndike, focused on the acquisition of new knowledge through
discovery, often including rigor and investigation. Thorndike’s interest included adults’
ability and capacities to learn. The result of his research and studies confirmed adults
were not only capable of learning but also interested in learning (Diamond, 2008). These
findings elevated adult education by providing a scientific foundation for adult learner
abilities, which was previously based on mere faith and hope (Knowles, 1989).
Thorndike’s work helped to bring new insight and perspectives to the field of adult
education, further reiterating the ideas related to adults’ capacity to learn, with adults
possessing interests and needs throughout learning that are specific to the individual.
The second stream, known as the artistic stream, focused on discovery through
intuition and analysis of experiences (Amstutz, 2001). Eduard Lindeman launched the
artistic stream geared towards how adults learn. The artistic stream utilized systematic
theory about adult learning as the foundation of adult education (Diamond, 2008). These
foundational elements were ideal for adult basic education and it was suggested for
possible use with children. Although Lindeman had no interest in disputing adult
education vs. youth education; he argues both adults and children are equipped with the
capacity to learn better when the right elements were incorporated into teaching and
3

learning (Amstutz, 2001). These elements included things such as needs, interest,
experiences, self-concepts, and individual differences as important components of
learning (Knowles, 1989).
By the 1960’s, the focus of adult education had shifted. A new set of questions
arose regarding who was receiving adult education and for what purposes (Diamond,
2008). During this time, adult education was still growing and developing as a field,
however, adult education for all was non-existent. Adult education was generally
restricted to adults with prestige or higher social economic status (Elias & Merriam,
(1980). Widespread formal adult education was scarce. The American Council on Higher
Education reported only 2% of adults as having received adult education through
completion programs, such as GED. This is partially because the 1960’s job market did
not require extensive education. The average job was comprised of manual labor,
requiring minimum to no reading or writing skills. The lack of reading and writing
requirements in the workforce lessened the likelihood of adults seeing the need for
further adult education as important (Miner, 1997).
By the 1980’s, adult education was viewed as a marginal activity. Many in society
considered adult learning to be an activity that took place when adults had “the time”.
The average adult was perceived by society as being preoccupied with responsibilities of
daily life and adulthood. Adult education was thought to be leisure activity for which
many had only minimal time to participate. This position was controversial because adult
education was designed to be a process that occurs throughout life for all adults (Miner,
1997). Philosophers and groups who advocated for education for all promoted changing
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the way in which society viewed adult education as a first step in advancing the field of
adult education.
Throughout the progression of adult education, adult learners and society
continued to evolve. During this evolution, the use of technology was introduced which
brought about more questions regarding adult learners’ thinking and the best teaching
methods for reaching adults (Merriam, Caffarella, & Baumgartner, 2007). Current
methods of teaching and learning were scrutinized in relation to the pace by which
technology was being implemented in society (Roger, 2002). An education and learning
paradigm shift was occurring. The field of adult education, while evolving, was
becoming a crucial part of a technological world that included changes in adult thinking
and learning that has the potential to influence instruction.
Today adult education is at the forefront of teaching and learning. Adult education
has expanded in form, need, and accessibility. The field of adult education has developed
in its ability to meet the educational needs of a diverse assortment of adults worldwide.
The field of adult education is now comprised of classes, workshops, and programs that
cater to the diverse levels and academic needs of a wide range of adults. One such
program created to assist adults’ with transitioning from basic to high school equivalent
level education, while ensuring workforce readiness is the General Education
Development program also know as the GED program.
General education background
In 1942, the American Council on Education in collaboration with the United
States military, created the General Education Development exam often referred to as the
GED. This academic program and assessment instrument, devised by Everett Lindquist
5

and Ralph Tyler, was established as an alternative means for military veterans to obtain a
high school equivalency diploma (Rachal & Bingham, 2004). This was necessary after a
large number of high school age and young adult men were drafted into the army, in
accordance to partial fulfillment of the manpower needs of World War II (Clymer, 2012).
When the war was over, these military veterans returned to the U.S. needing assistance
integrating back into the civilian population. The transition was made smoother by the
opportunity to enroll into classes and courses designed to meet the requirements of
entrance into working society (Shaffer, 2015). The obtaining of a GED afforded many
veterans a second chance at high school completion as well as preparation for attending
college, subsequently bettering the adults’ chances of finding quality employment.
During its early years, the GED test was only for adults. An individual had to be
at least 20 years of age or older to participate in GED testing. The strict age requirement
was set in place as a means of discouraging high school eligible students from dropping
out of school (Rachael & Bingham, 2004). Today, age restrictions are no longer attached
to GED testing, and individuals of all ages currently participate in GED programs and
assessments. Since the initial implementation of the GED program, over 18 million
individuals have successfully obtained a GED worldwide (Shaffer, 2015). The GED now
serves as a second chance for not just veterans, but immigrants, dropout youth, and adults
who for one or more reasons were unable to complete high school (Tyler & Lofstrom,
2010). While several states have other testing options, the GED is the most commonly
pursued alternative to a high school diploma (GED Testing Services). Statistics show that
one in every seven adults who completes high school achieved this through a GED
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program. These statistics also show that one in every 20 adults progressing to college
have a GED as well (Shaffer, 2015).
In the earliest years of the GED, the primary verbiage used when referring to an
adult returning to school to obtain high school level education or lower was “adult basic
education”. This term has since been modified to limit the use of the word “basic” which
for many cast a negative image or feelings of inferiority to that of their high school and
college completing counterparts. Currently the terms GED and adult education are used
interchangeably as a means of assisting the adult learner in feeling self sufficient and
academically adequate when referring to obtaining primary level education (Rachal &
Bingham, 2004). The housing location of GED programs is a second change that has
occurred since its initial launch. GED programs were first housed as community
programs often located in a public school outreach building, however, in the last three
years the Mississippi General Education Programs have been relocated to the community
college sector. This change was made by the state department of education in an effort to
guide adults in the direction of furthering their education after obtaining their GED. The
next level of academics available in the same location includes trade school and associate
degree programs, both of which accept GED completion certificates for enrollment
documentation.
Teaching Adults – Andragogy vs. Pedagogy
The teaching of adults is different from the teaching of children. Pedagogy refers
to the act of teaching children, represented by taking into account the individual is young
and has little to no developed mental concepts about life and how this learning will
impact their future endeavors (Maslow, 1989). Pedagogy focuses on the dependent
7

learner, while andragogy is distinct to adult education and focuses on the independent
learner (Knowles, 1980). Huitt and Knowles suggest independent learners bring a wide
variety of beliefs, perceptions, and experiences to the education arena (Knowles, 1980).
As independent learners, adults invest their time, experiences, interests, and needs into
the learning process (Huitt, 2001). The independent learners possess a wealth of prior
knowledge, experiences, and qualities that set them apart from young students and
adolescents. The use of prior knowledge, experiences, and perspective implies adult have
established a foundation on which to build new knowledge and experiences which can be
an advantage. This can also be seen as a disadvantage if the prior knowledge,
experiences, and perspectives hinder the acquisition of new knowledge. In this case,
learners’ foundations may need to be repaired before moving to the next level of
instruction (Rachal & Bingham, 2004). Adults possess free will, experiences, needs, and
interests, which influence teaching, and learning (Merriam, Caffarell, & Baumgartner,
2007). These qualities, unique to adults and foreign to children, helped to develop
Andragogy an Adult Learning Theory (Knowles, 1983).
Play background
Philosophers, educators, and researchers each have their own definitions of play
that is specific for their purposes and usage. Research has shown play to be an enduring
activity that lends itself to a wide range of definitions (Bryant & Pazio, 2014).
Nevertheless most definitions of play occur in a similar context. Mark Twain defines play
as consisting of whatever a body is not obliged to do and work being whatever a body is
obliged to do (Chudacoff, 2007). Garvey (1977) gave a useful description of play for
teachers when she defines play as a “meaningful learning tool that enhances
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development” (p. 94). Nonetheless, the International Encyclopedia of Social and
Behavioral Sciences states that there are many definitions of play and that there is no one
definition that is sufficient (Chudacoff, 2007).
Literature on play establishes play to have been in existence long before recorded
history; however some of the earliest documentation of play dates as far back as the
seventh century (Frost, Wortham, & Reifel 2008). Play has not always been viewed as a
topic for which research and understanding is needed because play has not always been
recorded. Studying play in early times was complicated due to lack of actual detailed
records. The earliest documentation, of play noted play as an art form that was written
and drawn on rocks and stones (McCarney & Cummins, 1988). Many historians identify
play as being established during the modern era, but even then play was still non-existent
outside of the realm of children (Chudocoff, 2007).
Since the turn of the 21st century play-based learning has increased in being a
topic of research, review, and administration. Today the use of play is all around us,
however the use of play as an instructional method used when teaching adults is still very
rare. Nevertheless, society’s push to implement new and innovative approaches to
instruction in adult education has lead researchers to ask new questions about play, not
only for children, but as an instructional method for adults as well. The possibility of
play-based learning being used to enhance formal and informal adult instruction is a
relatively new and a less-researched option for adult education.
Conclusion
Andragogy, Constructivist, and GED programs all advocate for instruction that is
based on realistic learning (Knowles, 1989). Today research in adult education repeatedly
9

reiterates the critical role adults’ needs and brain functions have on adult development.
Enhancing this development has been directly linked to the types of instructional methods
used in the classrooms (Huitt, 2001). Instructional methods that step outside of traditional
instruction and connect learning to real life have been shown to increase adult retention
of new knowledge (Billington, 2009). Regardless of these findings, the field of adult
education has continued to revert back to “traditional” methods of instruction in adult
education. Many of these normed methods focus solely on cognitive learning with
minimum interaction with affective and psychomotor learning domains throughout
learning. Still, one modern instructional method that has often been overlooked but
includes all three learning domains is play.
Regardless of the proven value of play with children there is little to no research
on play usage in the adult education classroom. Nonetheless, play is an instructional
method that has been proven to assist learners in grasping understanding and addressing
adult needs that intertwine the cognitive, affective, and psychomotor domain. Research
and philosophers such as Freire, Knowles, Maslow, and Mezirow all back the
significance of educational domains, insisting adult education’s ability to meet the needs
of the learner is vital in enhancing a learner’s ability to create, retain, and transfer
information that is learned into other areas of their education and lives.
The use of play, as a modern method of instruction has the potential to link
adults’ diverse needs to academic advancements that surpass traditional cognitive
learning. Play based instruction has the potential to connect adult learners to the real
world while reinforcing learners’ individual needs. Play is no longer exclusive to children
but appropriate for adult instruction as well.
10

Conceptual framework
The theoretical framework for this study is grounded in Andragogy, an Adult
Learning Theory, combined with a Constructivist approach to teaching and learning.
The combination of the two theories provides a broader perspective on modern
education while encompassing multiple domains of learning (Doolittle, 1999).
Andragogy and Constructivism implementation encompasses teaching and learning
that builds upon the generalizations and relationships that exist among knowledge,
learners’ needs, and adult interest. A combination of the two theoretical approaches
has the potential to positively influence adults’ modes of thinking and assist in
bringing about a more in-depth understanding of the content, leading to increased
understanding of ways the content can be integrated into real life (Galbraith, 2004).
Andragogy- An adult learning theory
Andragogy theory is viewed as the art and science of helping adults learn by
addressing the most important assumptions of adult instruction in ways that go beyond
the classroom while enhancing adults’ ability to function and adapt in society (Knowles,
1980). A German educator, Alexander, first coined the term Andragogy (Knowles,
1989). Andragogy is derived from the Greek vocabulary with “and” meaning “ man” and
“agogy” meaning “leader of.”. Malcolm Knowles, an adult education philosopher,
frequently referred to as the father of andragogy, advocated for learning that was centered
around the adult pupils known as self-directed learning (Smith, 2002). Self-directed
learning allowed a more individualized approach to teaching adults. Currently there are
seven assumptions of Andragogy that have been identified as influencing adult’s
education (Rachal & Bingham, 2004). These seven assumptions are aligned to answer the
11

who, what, when, where, why, and how of adult education (Knowles, 1980). These
assumptions argue:
1. An adult has self-concepts that mature and grow the learner towards becoming
a self-directed individual.
2. An adult’s experiences are important resources for new learning.
3. An adult’s social role plays an intricate part in the developmental portion of
an adult readiness to learn.
4. Adults are problem-centered learners.
5. Adults are motivated to learn. (Both of an internal and external nature)
6. Adults need to know why information or learning is important. (Knowles,
1980).
Knowles viewed these assumptions as foundational to the development and
implementation of instruction that caters to an adult audience (Merriam, Caffarella, &
Baumgartner, 2007). In a classroom designed after Andragogy, the instructor serves as a
facilitator of studies in a learner-centered environment that recognizes the internal and
external needs, interests, and ways of thinking of the students (Knowles, 1989). An adult
education classroom developed with Andragogy in mind reinforces the idea that adult
learning is not rote memory but diverse, multidimensional in nature, and constructed to be
specific to the adult learner (Merriam, Caffarella, & Baumgartner, 2007).
Constructivist theory
While Constructivist Theory dates back to the 1800’s, the philosopher Socrates
has been credited with being the founding father of the use of Constructivist Theory in
the field of education (Doolittle, 1999). Constructivist learning advocates for the
12

implementation of discovery, inquiry, and discussion in the teaching and learning process
(Thompson, n.d.). Socrates, Piaget, Vygotsky, Dewey and Knowles, as well as many
other philosophers stress the vitality of areas of Constructive Learning Theory in
education (Vygotsky, 1989). Constructivist learning is often viewed by researchers and
philosophers alike as a modern approach to education because of its flexibility in
bridging new learning techniques together with relevant educational content subsequently
promoting higher ordered thinking, Learning and instruction modeled under this theory
break down teaching into four main ability groupings known as will- open, reflective,
analytical, and decision making skills with each group containing attributes that are
needed and beneficial in the basic education classroom (Grove, 2008).
Throughout this study, a combination of Andragogy and Constructivist principles will be
used as the theoretical reasoning that supports the attributes of play as a potential
instructional method for adult education. This is feasible because Andragogy reiterates
the importance of adult leaners’ needs, interests, and thought processes (Knowles, 1980).
Such specific attention to the individual, combined with a multi-dimensional
constructivist approach to learning, pays explicit attention to both the personal and
instructional needs of the learner. The ability to combine personal and instructional needs
in adult education may be key to developing a learning-rich environment structured for
adults’ maximum educational success (Bedar, 1989).
Statement of the problem
Mississippi, a state that has often been identified as being last in most areas of
social development and education (National Center of Education Statistics, 2015) is the
location of this study. The National Report Card, an assessment first administered in
13

1969 by the National Assessment Educational Progress (NAEP) to measure student
knowledge and capabilities recently released assessment results that supported these
findings. The NAEP test serves as a common measure of learner achievement based on
each state’s ability to meet or exceed national standards in areas of literacy, policies,
funding, and academics. The average state in the United Sates received a C letter grade,
however, Mississippi’s received an F. The Nation’s Report Card broke down the states’
deficit areas while shedding more light on the need to repair educational gaps that are
present from K-12 to adult education in the state of Mississippi (Diamond, 2008).
Mississippi letter grade calculated into a 56, number grade, the lowest obtained by any
other state in the United States (National Center for Statics, 2013). This failing evaluation
grade serves as national documentation of the need for reform in Mississippi’s
educational system.
In 2010, the state of Mississippi redesigned the academic standard associated with
the state’s GED programs to provide adults with more in-depth academic rigor
expectations equivalent to that of K-12 education through the use of an academic
program known as Common Core. Common Core, since renamed to College and Career
Readiness Standard, serves as the blueprint by which all public school instruction is
aligned to ensure students are at or above grade equivalence level. As Common Core
became more prevalent, changes in adult education testing occurred to accommodate
Common Core, as well. In January 2014, the state of Mississippi implemented a new
GED equivalence test aligned to Common Core. This test implored more rigor and higher
order thinking from the adult learner. These changes were put in place to ensure adults
who obtain their GEDs would be workforce ready on levels comparable to that of high
14

school graduates. However, Mississippi GED pass rates plummeted after the
implementation of this new test. Julia Houston, the director of Adult Education at
Itwannaba Community College, recalls the dilemma of the implementation of the new
assessments as placing an extreme amount of new stress on the general education
programs which caused a drastic academic drop in GED pass rate (Crawford, 2016).
The news of MS GED programs’ test scores plummeting raised further questions
regarding the instructional component of MS GED programs. Was instruction in MS
GED classroom modified to equip students with the tools and rigor necessary to pass a
Common Core style GED test? Currently, gaps exist in the literature pertaining to
classroom instructional modifications that have been put in place to accommodate
Mississippi’s new GED test. The World Wide Web and MDE website contain numerous
articles and literature that consistently discuss the need and benefits of imposing the
newest GED test. However, there are still many unanswered questions when discussing
classroom modifications or additions to instruction that have been put in place to
accommodate this new test. While there is substantial literature promoting and
advocating adding Common Core changes to the MS GED test, there is little to no
research or data showing instructional changes that were implemented in the state of
Mississippi in conjunction with this new test.
The development of documented instructional accommodations that equip adults
with Common Core level instruction has been overshadowed by the state of Mississippi’s
documented steady decline in the number of adults passing the latest form of GED
testing. As a result, the passing score for MS GED test was lowered by 5-points
(Crawford, 2016). The decision to lower the GED required passing score by the state was
15

established as a means to offset the decline in current GED passing scores in the state.
While this attempt to offset scores assists the programs and learners in reaching their
goals, the questions regarding adult education instruction and the ability of current MS
GED programs to meet the learner’s needs and rigorous test preparation has still not been
answered.
MS GED programs are lacking literature and studies measuring instructional
methods that assist in meeting the academic rigor and adult needs required by Common
Core. Play is an instructional method that has been proven to incorporate learning
domains while being rigorous and flexible in meeting the needs of learners. The use of
instructional methods that incorporate play may assist in closing the current gaps present
in MS GED literature.
Currently, research exists on play-based learning for children in every phase of
development, but little to no research exists regarding play as an instructional method for
adults in adult education. Research of play-based learning with children shows that
children are able to learn skills needed in the real world when they play while learning.
Perhaps adults will also learn skills needed to accommodate the rigor of the new
Common Core-based GED test as well as in the real world while playing.
Statement of the purpose
The current study will first investigate the extent to which play is being used in
the GED classrooms. Next it will assess how play might be used to improve GED
students’ learning experience. Lastly, the study will seek to determine whether GED
participants think play-based education could be effective in an adult-basic education
setting. Different people learn in different ways, therefore, studying how play-based
16

instruction contributes to learning may assist by incorporating multiple areas of adult
brain function into learning, possibly shedding light on new instructional ways to meet
the needs of today’s adult learners.
Research questions
The research goal addresses whether GED participants perceive play-based education as
being effective in providing positive influences on cognitive, affective, and psychomotor
aspects of Mississippi Adult Basic Education? The research questions that will be
explored are:
1. To what extent are play activities used as an instructional approach in MS GED

courses?
2. To what extent do MS GED students believe that play is effective in the CAP

learning growth?
3. Is there a relationship between the extent that play activities are used as an

instructional approach and students’ beliefs that play is effective in the CAP
growth?
4. Overall, what are participants’ attitudes about using play as an instructional

approach in GED courses?
Assumptions
It is assumed that the GED participants in the study will be able to accurately self-reflect
on the learning environment that is most effective to their learning and respond to each
question with honesty and sincerity. It is also assumed that respondents will use prior
personal knowledge and experience to aid them in answering each question in a trustworthy
and genuine manner.
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Justification
The findings from this study could lead educators to understand and broaden their
views on the importance of using play to assist adult learners with learning needed to
ensure GED retention and completion. The impact of adult learners’ expansion of
understanding and increased ownership of their role in their personal academic success
has the power to improve GED completion statistics. The act of breaking down learning
requires higher-order thinking and discovery which play-based learning affords. Learning
occurring through play has the potential to offset the dropout rates by increasing adults’
awareness of the importance of high school equivalence program completion.
Identifying influences that impact adult basic education, retention, and completion
may shed light on why some adult learners have been able to succeed, while others have
failed in transitioning from high school drop out to GED graduate (Tyler & Lofstrom,
2010). Current studies and research discuss how teaching methods can improve these
percentages despite great odds when focusing on several aspects of the learner and
teaching, with one such method being play.
This study may go a step further than just the learner and assist in
expanding upon current literature regarding the influence of cognitive, affective, and
psychomotor domains as critical educational attributes. The role of the instructor and the
influence of non-traditional instruction, including play-based learning may influence the
academic success of adult learners. Further findings may lead programs, administration,
coordinators, teachers, and adult learners to have a clearer picture of what has previously
been unsuccessful, while strategizing to become successful in enhancing GED retention
and completion in the state of MS. Finally, the study could provide the participants and
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staff with an opportunity to draw new ideas and insight from critical reflection on prior
knowledge, experiences, and factors, which influence their current position in adult basic
education.
Delimitations of study
1. The study will be conducted with a small sample of GED participants.
2. The study will be delimited to Adult Basic Education students and instructors in
the state of Mississippi.
3. This study will be conducted over a single semester. The results could change
depending on the time of year or season of the research based on adults’
schedules. Children return to school and several holidays are in the fall, which
may yield less time for survey participation.
Definitions
Adult - Anyone 18 years of age or older, who makes major life decisions independently
of parents, and who is no longer enrolled in K-12 public education.
Adult Basic Education Teacher - Teachers who work full –time or part – time in a
teaching capacity within the Mississippi General Education Programs.
Adult education - Education occurring amid a mature audience often referred to as adults.
Adult literacy - An adult obtaining basic knowledge and skills that are imperative to the
enhancement of everyday life.
Andragogy - The art and science of helping adults learn.
Banking education - The process of transferring knowledge from teacher to student,
instead of building upon experiences, engagement, and interaction to change the course
of the individuals’ future.
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Dropout - An individual who left high school prior to the completion of requirements for
graduation.
Formal education - Structured learning that occurs in traditional facilities such as
schools, colleges, learning institutes, or training sites
Incidental learning - Learning that often occurs in daily life without prior intent to learn
from the encounter.
Informal education - Learning that is unexpected, and often lacks planning.
One size fit all - Educational instruction that uses one method of teaching to educate all
learners.
Participant - An individual who is enrolled in a community college GED program.
Pedagogy - The art and science of teaching children
Perception - The act of judging an object or situation by study participants.
Play based learning - An interactive range of activity that lends itself to a wide range of
possibilities for effective implementation. Philosophers and educators define play-based
learning in a variety of ways
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CHAPTER II – REVIEW OF THE LITERATURE
By the mid-1900s, the United States of America had participated in two world
wars. Many young American men had joined the military prior to completing high
school; and, upon discharge from the military, found themselves unprepared to join the
civilian workforce. In response to this problem, the United States military established the
General Education Development (GED) program. It was hoped that, by enrolling in
formal education programs, American veterans would have a much smoother transition
into civilian life. GED programs were comprised of classes and courses that were
designed to prepare the average American soldier to enter the workforce (Shaffer, 2015).
Many soldiers who passed the GED high school equivalency exam qualified for
enrollment in post-secondary education programs and vocational/technical programs that
provided apprenticeship opportunities in a variety of trade programs.
The history of GED programs in the United States
In 1947, after recognizing the success of the United States Military’s GED
programs, the federal government made the programs available to civilians across the
nation. Today, GED programs serve two primary purposes – to serve as an alternative to
a traditional high school diploma; and, to provide an avenue for men and women who did
not complete high school to enroll in post-secondary education and training programs.
These GED programs are beneficial because they help adults gain basic academic and
technological knowledge that increases their likelihood of long-term employment
(Caffarella & Daffron, 2013). The National Center for Education Statistics (2017),
reported that all fifty states have implemented some type of GED program designed to
promote adult literacy and education.
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Between 1943 and 2009, over 17 million men and women completed GED
programs; and, millions of those students successfully transitioned into trade schools,
community colleges, and four-year colleges or universities (National Center for
Education Statistics, 2015). This significant growth and development of American adult
education programs has been instrumental in helping to close adult literacy gaps and raise
the number of workforce-ready individuals in the United States. The National Center for
Education Statistics (2011), reported that the nation’s most populous states (California,
New York, Texas, and Florida) administered the most GED tests and had the highest pass
rates. Unfortunately, several other states, including Mississippi, have experienced sharp
enrollment declines in their GED programs. As fewer students are enrolled in GED
programs in those states, their pass rates on the GED assessment have also decreased.
Mississippi’s GED programs
The State of Mississippi has seen a consistent decline in the numbers of adults
successfully completing GED programs over the last five years (Crawford, 2016).
Crawford noted that Mississippi’s current GED test was revised from the previous 2002
version to support the evolution of education and the state’s K-12 College and Career
Readiness Standards. The 2002 version failed to reflect the rigorous preparation
necessary for college entry as well as lacked the inclusion of technological skills required
in education today. Beginning January 1, 2014 GED Testing Services released an updated
version of the GED test. This newest more rigorous test continued to focus on the four
foundational areas (reading, math, science, and social studies) as a means of measuring
content equal to the end-of-course examinations that must be passed by all regular
education students prior to graduation.
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Mississippi’s GED test was revised at about the same time the state’s public
schools adopted the Common Core Instructional Standards created by a group of
education experts under the supervision of the nation’s superintendent’s association, the
Council of Chief State School Officers (CCSSO). The reason the CCSSO developed the
standards was to ensure that K-12 instruction was consistent across all fifty states.
Students in each state that adopted the Common Core Standards were expected to work
toward mastering a common set of instructional standards, thereby ensuring that students
who moved from one state to another would not enter a new school significantly behind
their peers. In hopes of better-equipping students for higher education or the workforce,
the State of Mississippi modeled its GED curricula after the regular high school curricula
used in schools that had adopted the Common Core State Standards (Crawford, 2016).
While the goal of implementing a new Mississippi GED test to maximize student
achievement, testing outcomes fell short of program expectations. An examination of
program data revealed a steady decline in both the number of participants who completed
programs and the number of program completers who received passing scores on the test
(GED Testing Services). These negative program outcomes were attributed to an increase
in testing registration fees that rose from 80.00 to 120.00 and the removal of the option of
participants “banking test scores”. Banking test scores meant that previous participants
had the option to save their highest score on any sub area of the GED test throughout the
duration of testing in the four content areas (Crawford, 2016). This previous testing
accommodation gave GED participants a sense of accomplishment while motivating
them to progress to the next area of testing. However, without this accommodation, the
Alternative Education Report (2016) suggested at the same time participants are less
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motivated and currently required to score a 150 in all four subject areas to earn their
GED credentials (Alternative Education Report, 2016). In 2016, in an effort to reduce the
program failure rates and to encourage participation in GED programs, Mississippi
changed the minimum passing score on the test from 150 to 145. Currently, there are only
14 institutions in the state that are Pearson certified (GED Testing) centers. See Appendix
A for a list of these centers. Students in programs that do not have a Pearson-certified
testing center in their districts are required to test at the certified centers located closest to
their districts.
The economic impact of GED programs in Mississippi
Recent studies show the number of adults lacking a high school level education in
the United States to be approximately 39 million, costing the U.S taxpayers roughly 1.8
billion a year. The numbers linked to this data describe the financial ramifications
associated with GED declines that matriculate into other areas of U.S. society. Adults
lacking high school level education are attributed with the bulk of most higher revenue
cost associated with health, jail, and welfare (Alternative Annual Report, 2016). Johnson
(2017), warned that, if Mississippi experiences academic declines, the resulting damage
could spill over into the state’s residents’ individual competencies, workforce readiness,
and family literacy. Adults lacking high school level education are attributed with the
high costs associated with healthcare, jail, and welfare (Alternative Annual Report,
2016). The potential damage to Mississippi’s economy as a result of a decline in the
numbers of work-ready adults could be significant; as the state is already ranked at the
bottom in economics and academics by most demographic reports (GED Testing Service,
2009).
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Adult basic education in Mississippi
Traditional, teacher centered, learning paths have been the primary means of
formal adult basic education for decades. Johnson (2017) noted that most traditional
methods of teaching take a one-size fits-all approach to education. This pedagogical
approach to instruction includes methods such as lectures, reading of texts, note taking,
and using handouts. Advocates of interactive and constructivist learning models argue
that many of these traditional methods are not effective with learners (Tyler & Lofstrom,
2010). Johnson (2017) agreed arguing that this approach to education can leave many
learners behind. Statistical research conducted by Johnson revealed that changes in GED
programs made to support the 21st Century Initiative indicated that adult learners in GED
programs responded positively to those changes. Johnson also stated that the revised
programs took into account the learner’s needs, embraced diversity, and promoted
technological competency. Currently, Mississippi adult education programs continue to
be structured in ways that require students to follow traditional learning paths.
There have been no recent reviews of or revisions to adult basic education
programs in Mississippi. The Mississippi Department of Education (2017) reported that
the state is now focusing on the educational requirements of the “Every Student Succeeds
Act”, an education initiative that requires states to focus on increasing high school
graduation rates. Baseline data reported by the Department indicated that the statewide
graduation rate in 2012 was 73 percent; and, the 2017 graduation rate had increased to 82
percent in 2017. The ESSA requires Mississippi to increase its high school graduation
rate to 90 percent by 2025. If this goal is met, Mississippi will experience a significant
decrease in the number of students who need GED programs.
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Types of intelligence and learning domains
Although instructional designers take into account many different variables (i.e.,
age of students, program or course objectives and/or goals, resources available), one of
the primary objectives of educational program developers who seek to align curricula
with current education standards is to increase the levels of instructional rigor. In an
effort to encourage and promote higher-level, critical thinking skills, Bloom, Engelhart,
Furst, Hill, and Krathwohl (1956) developed a taxonomy of learning that established
three domains of learning into which all learning activities could be classified. Activities
that fall within the cognitive domain seek to impart knowledge. Activities that fall within
the affective domain of learning are designed to influence the learner’s feelings or
emotions. Learning activities that are designed to teach or refine the learner’s physical or
manual skills fall within the psychomotor domain.
The impact of learner motivation
As learners mature, the types of motivators that propel them to success can
change significantly. Park and Choi (2009), conducted a study of 147 adult college
students who were enrolled at a university located in the Midwestern United States. All
subjects were enrolled in an online learning program; and, some of the participants
completed their course of study and some dropped out. The purpose of the study was to
determine whether or not there were specific variables that served as either motivators of
or deterrents to their successful completion of their respective online courses. The data
collected during this study revealed that positive relationships between the dependent
variable of course completion and the perceived independent variables of family support,
organizational support, and relevance. The strongest positive relationships identified
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were those between program completion and organizational support and program
completion and perceived relevance.
Today’s average adult GED participant wears many hats. These include, but are
not limited to, full time parent, employee, and head of household. Due to the amount of
non-educational demands placed on many adult students, education is often demoted to a
secondary role when priorities are established (Wilkes, 2009). Adult educators are faced
with two major challenges when planning instruction for adults – identifying learner
needs and implementing motivators designed to maximize the learners’ chance of
success.
21st century adult learner needs
Abraham Maslow’s hierarchy of needs was one of the first educational theories to
specifically address learners’ needs, and the connections that exist between those needs
and learning that is still prevalent today. According to Paleeri (2015), Maslow described
adult learners as having deficiency and growth needs that must be met prior to the onset
of significant learning. Maslow (1968), stated that adult learners have two different types
of foundational needs -- deficiency needs and growth needs, that are intertwined with
their academic needs (Maslow, 1968). Deficiency and growth needs relate to the adult
learner’s daily lives are present in each learning domain. Elements like family
responsibilities and financial obligations are foundational needs that often drive a desire
for education. When these needs are met, the transition to learning is made easier.
This transition is important because an advent of new technology in the United
States has dramatically changed the face of the nation’s workforce. Even jobs that once
targeted unskilled or minimally skilled laborers now often require a heighten level of
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versatility and some use of technology. If adult education and GED programs are going
to adequately prepare today’s student for the workforce, instructional content must
conform to learners and societies changes which include flexibility in basic instruction to
promote digital literacy among program participants (Greenlaw, 2015).
Because many of them have not seen the inside of a classroom in years – often
decades – adult students often return to the classroom bringing with them a large range of
fears and insecurities, caused by prior, unfavorable educational experiences. In an effort
to help adult students combat internal stressors, today’s adult educators often utilize a
variety of instructional methodologies designed to help them analyze, motivate, and
empower learners. By delivering instruction that considers the learners’ needs and
develops into higher-order complexity, the adult’s understanding is expanded because of
their ability to connect what is being learned to real life situations, resulting in learning
that is both relevant and applicable (Knowles, 1989).
Play as a Learning Tool
Hirsh-Pasek, Golinkoff and Eyer (2004) defined play as any activity that:
1.

Brings about pleasure and enjoyment;

2.

Is free of prescribed learning goals;

3.

Is spontaneous;

4.

Is voluntary;

5.

Requires the player to be actively engaged; and

6.

Includes make-believe elements.
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Teaching children through play
Edwards (2017), described play as a cornerstone in the world of early childhood
education. She described play as a means by which young children can explore new
concepts and utilize their imaginations to develop receptive vocabulary skills. Edwards
lauded the benefits of play as a means by which students can develop deeper
understandings of other cultures, because play is considered by many to be a universal
language. Edwards further noted that, because meaningful play can lead to the
establishment of pedagogical learning environments, educators who incorporate play into
learning plans have begun to seek ways to ensure that the play has educational purpose.
Not all early childhood education programs acknowledge the value of play.
Barblett, Knaus, and Barratt-Pugh (2016) surveyed 200 early childhood educators in
Western Australia. Participants were asked to identify any major concerns they had over
pedagogical learning in early childhood learning programs. A significant number of
respondents expressed concerns over the fact that, in the case of preschool education
programs for four- and five-year-old children, opportunities for planned play have fallen
by the wayside in favor of an earlier start of academic activities. A significant number of
participants placed high value on early childhood play, asserting that play was an
excellent means by which children can develop effective, healthy social skills.
Gunnarsdottir (2014) discussed similar concerns that had been expressed by Icelandic
early childhood educators, who were concerned about a decrease in opportunities for
play. Gunnarsdottir described the concept of “schoolification” – a movement away from
play in favor of academics in early childhood learning programs. She alerted readers to
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be vigilant in their observations of the nation’s learning programs to ensure that
pedagogy rooted in play does not lose its place in early childhood classrooms.
Throughout the years, researchers have identified many benefits of play in
pedagogical learning. Whereas play can be an excellent tool for teachers to use when
attempting to teach social skills to young learners, Bird and Edwards (2015) also
recommended play as a way for early childhood educators to teach the use and value of
technology both in and out of the classroom. They noted that the complexity of toys has
evolved significantly; and that many toys designed for very young children are
technologically advanced. Bird and Edwards recommended that early childhood
educators capitalize on the availability of technical toys and utilize them during
structured playtime.
Play as an adult learning tool
According to Yenigun (2014), play during childhood is essential to healthy brain
development; however, its benefits are not limited to the young. Yenigun defined adult
play as an activity that is pleasurable, engaging, and designed to give the player an
escape. He noted that the act of playing itself is far more important than the outcome of
the play experience. One example cited was playing cards. If a person plays cards for
sport rather than for profit, he or she is engaging in a playful activity.
Irish author and playwright, George Bernard Shaw (2001) once said, “We don’t
stop playing when we grow old.” We grow old when we stop playing.” Shaw’s
sentiment was echoed by Yenigun (2014) who praised the benefits of adult play for those
wanting to maintain mental acuity throughout their process of aging. He described
gaming clubs in Europe that allow adults to play board games that are designed strictly
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for enjoyment. The games do not contain points in time at which players become
eliminated. Rather, players continue to play on purely for their own enjoyment. Other
adults, hoping to maintain their sharpness of thought, often play puzzle games such as
Sudoku and crosswords as a means of practicing their thinking skills.
When planning learning activities, one instructional strategy not often used by
adult educators is the use of play in the classroom. To many, the notion of using play
with adult students might seem odd. Couros (2015) however, has encouraged teachers of
adults to broaden their thinking and consider play as a viable component in a
comprehensive adult learning program. Specifically, Couros asserts that the use of play
is one strategy that can be effective at creating relevant learning experiences. Glance,
Rhinehart and Brown (2018), agreed, asserting that new and innovative approaches to
instruction are effective at addressing a wide range of learner needs because these
approaches can be used to promote relationship-building and digital literacy. Following a
review of existing research, Tanis (2012), stated that research has proven that instruction
that incorporates new and innovative learning opportunities has the potential to better
engage the learner while connecting new learning to prior knowledge and experiences.
This instructional technique builds upon the learners’ levels of understanding and
increases their likelihood of success when tackling more complex skills and endeavors.
Instructional activities that incorporate play are relatively new to the field of adult
education. Kanhadilock and Watts (2014) reported that interfamily play between parents
and their children could be a very important teaching and learning activity. Although
many play activities involving parents and their children are designed to teach learning
objectives to children with the parents playing the role of facilitator and modeler,
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Kanhadilock and Watts expressed their belief that inter-adult play could be similarly
affective in an adult education setting.
Researchers who advocate for the use of new, innovative instructional methods in
adult education classrooms argued that traditional instruction was limited in complexity
and focused primarily on cognitive learning. Supporters of teaching methods that
included learning from multiple domains expressed a belief that single (cognitive)
domain learning failed to ensure that learners’ physical, emotional, and social needs were
met. Consequently, they reported that single-domain methods of instruction do not allow
the flexibility and range necessary to enhance the adult learners’ ability to reach their
maximum potential (Paleeri, 2015). Play, on the other hand, allows the flexibility
necessary to incorporate diversity into almost any lesson. This is important because
diversity is essential when attempting to reach a range of learners’ styles and needs in the
average GED classroom.
Benefits of play in adult basic education
Play is an instructional method that is learner-centered and encourages
engagement and motivation when used with GED students. Play is a method of
instruction that has the potential to transform adults’ perspectives by giving them
opportunities to examine new concepts in a familiar way.
Glance, Rhinehart and Brown (2018) asserted that there are strong similarities
between Jerome Bruner’s Constructivist Theory and play. For example, Constructivist
theorists and proponents of play proposed that learners construct new knowledge or ideas
based on current and/or past knowledge. Jones, Jones and Vermette (2010) also noted
that Constructivist theory and play also both have as their central focus, the specific
32

needs of the learner. Although some might argue that play has no place in an adult
education classroom, when examining one definition of play, others might disagree.
Sluss (2005) identified six common characteristics of play:
1. Play is pleasurable and diverse.
2. Play is voluntary and intrinsically motivated.
3. Play is active not passive.
4. Play is centered on action or the process not solely on the outcome.
5. Play is symbolic and builds meaning and connections.
6. Play allows flexibility.
Characteristics of play support the key assumptions of Andragogy by illuminating
a foundation centered on the learner of which Andragogy and play both begin. The
building of a solid foundation assists in bridging connections between the adult, the
teacher, the content, and instruction to positively influence the learning process in GED
classrooms (Maslow, 1968). The ability of play to assist GED students in reaching their
foundational needs can be powerful in increasing the learner’s likeliness to meet their
academic needs. When play-based learning is present, adults are able to maximize on
both areas. Play-based learning increases communication and conversation by fostering a
learning environment enriched with discussion, dialogue, analysis, experience, and
reflection for teachers and participants. Learning through play helps learners young, and
old, with social, emotional, and cognitive skills by connecting learning to interactive
experiences (Zembylas, 2008).
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Play-based learning can be categorized into the following:
•

Cognitive play- involves adults dynamically engaging in play as a bridge
to knowledge and development.

•

Symbolic Play-centered on pretending, connect real life situations to play
based learning. (Adults demonstrate their cognitive and physical abilities,
while often socializing with their peers (Jardine, 2016).

•

Informal Play- adults engage in interactive activities in an atmosphere
that has other people and includes gadgets.

•

Pretend Play-imaginary play mimicking real life.

•

Outdoor play- learners engage in activities that are situated outside.

•

Rough play- learner learns how to act as a leader or a follower, to give and
to take, and how to interact with others in multiple ways (Homeyer and
Morrison, 2008).

There are numerous arguments highlighting the emotional and psychological
benefits of play that enhances learning in an incidental way. The incorporation of play
into instruction is an active way for GED programs to engage participants in activities
that have the potential to foster an increase in emotional and academic readiness while
pursuing their high school equivalence diploma. Play-based learning promotes the
importance of content while allowing opportunities for learner to reduce stress and feel
free during the learning process (Bullard, 2010). Play-based learning is viewed as a
nontraditional method of education because the techniques and teaching implemented
throughout play-based instruction venture outside traditional teaching norms. Play-based
learning allows adults freedom to unwind, interrupting the restraints and limitations of
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the real world (Tanis, 2012). Such freedom allows adults an opportunity to be engrossed
in an interactive world where academic, personal, and professional goals are obtainable
(Bullard, 2010).
Behind the research on play
Theorists such as Frobel who advocate for play as a form of learning, consider
learning without interaction to be dull and a less effective process (Taylor, 2014). Most
teaching that lacks interaction falls into the category of traditional education (Bain,
2004). Play, on the other hand, has been shown to increase educational balance, relieve
stress, and encourage a sense of freedom in the classroom thus fostering motivation to
complete the course, class, or program. But whether or not play is used is usually a
function of the instructor and participant’s views and perspectives on play (Taylor, 2014).
Taylor emphasized the importance of play within the curriculum when teachers view it as
beneficial. The article suggests adults’ perceptions of adult play is influenced by the
value placed upon play, and the prior and current experiences with play. The research
cited in this article demonstrated that the staff’s perception of play often regulates the
instructor’s likelihood of embedding play into the classroom curriculum for adult learners
(Taylor, 2014). The reported data emphasized the magnitude of GED program
administrators and educators’ power to project or alter the course of effective instruction
by their buy-in or lack thereof.
A second study by Tanis (2012) used a comparative case study approach to
explore the role of play in adult learning to address the lack of research on play in adult
literacy, and to shine light on positive attributes of using play in adult education. This
study was conducted using paper and pencil questionnaires, interviews, and videotape
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observations. Tanis, a play researcher, found play to be a positive aspect of learning
because it influences adults’ emotional state and facilitates learning for all ages. Tanis
stressed that in order for the use of play in adult education to increase; teachers must
adopt a new model of learning in the classrooms that incorporates play. By adopting play
as an instructional method, teachers are positively influencing academic through
intertwining play attributes with education. These attributes enhance learning and
learners being more engaged in creative thinking, building relationships and bridging
connections, that continuously promotes degrees of comfort, thereby helping to decrease
tension associated with instruction and the learning environments. Tanis’ research
coincides with Lev Vygotsky’s, theory of Cultural Historical and argues environmental
influences exist that can positively or negatively influence learners’ relationships,
interactions, and advancement (Chudacoff, 2007). Vygotsky suggested benefits of
interactive learning, such as play, reach beyond academic abilities branching into the
learner’s personal needs (Frost, Wortham, & Reifel 2008). He argued that play helped to
enable both cognitive and social learning by building upon abstract thought in the
learner’s mind.
Although there are few empirical studies that examine play as an instructional
strategy for adults’ fundamental education, several of the existing studies reiterate the
views of Knowles, Vygotsky, and numerous constructivists who maintain play manifests
most often through hands-on activities, risk taking, storytelling and physical activities
occurring in the learning environment. During play, real life situations can be
manipulated into games or lessons that seem less intimidating then actuality by
permitting practice and familiarity to happen (Frost, Wortham, & Reifel 2008). An
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example of such activities is balancing a checkbook or bank account as part of a
classroom lesson, or module, which could be accomplished through the use of groups, or
discussion. Regardless of the lesson, when learning domain is factored into lesson
planning and development in adult education settings, educators report increased mental
creativity, practice, and learner buy in throughout the learning experience (Bullard,
2010).
Play and the three domains of learning
Proponents of play in adult learning have argued its merits based on its proven
success when used with learners of other ages. Studies involving play and its effects on
the cognitive, affective, and psychomotor domains of learning have proven its
effectiveness in all three.
Play and the Cognitive Domain
Although no known scientific studies have included adults as participants, several
studies have revealed positive relationships between play and cognitive development.
Slot, Mulder, Verhagen, and Leseman (2017) examined the effects of play on cognitive
self-regulation in preschool children. In this study, the subjects were 1.819 preschool
children in the Netherlands whose ages ranged from three to five years. An analysis of
the data collected during the course of this study revealed a significant positive
relationship between pretend play and cognitive self-regulation skills – attributes
identified by the researchers as previously-identified predictors of success in
kindergarten. Tamis-LeMonda, Shannon, Cabrera, and Lamb (2004) also examined the
effects of play on the cognitive development of preschool children. The subjects in their
longitudinal study were racially and ethnically diverse low-income families (n=290) who
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were participants in the National Early Head Start Program. The researchers videotaped
play sessions involving fathers-child and mother-child activities. The children’s
cognitive proficiencies were tested at the beginning and end of the study. Data collected
during the study revealed a significantly positive relationship between the participation in
parent-child play sessions and cognitive growth in children. The study also revealed
positive relationships between both the fathers’ levels of education and income levels and
cognitive gains in children.
With the development and evolution of technology, the nature of play has
changed significantly. Today’s children (and adults) often choose video gaming and
similar activities as their preferred methods of play. A study by Cook, Encarnacao, and
Adams (2010) examined various ways in which robots could be used to facilitate
cognitive growth in physically disabled children. They noted that robots’ effectiveness as
tools in physical rehabilitation programs had already been established, and encouraged
educators to consider their value as a means by which children could improve their
cognitive, social, and linguistic skills. The researchers noted that the use of robots could
be particularly valuable when used as a part of a student assessment program in the event
a student could not being assessed using traditional testing methods (i.e., standardized
tests). Specific examples given were in the cases of students with physical disabilities or
language limitations.
Play and the affective domain
In their study of preschool children in the Netherlands, Slot, Mulder, Verhagen,
and Leseman (2017) also examined the relationship between pretend play and emotional
self-regulation skills in preschool children. They asserted that the development of
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emotional self-regulation skills is essential in the cultivation of emotional skills (such as
empathy, sympathy and compassion) that are necessary for learning success in the
affective domain. As previously noted, the study revealed a strong relationship between
play and cognitive self-regulation; however, the data collected during the study revealed
a significant (moderate) relationship between play and emotional self-regulation.
In a study involving adults and play, Rao and Stupans (2012) examined a
university’s use of play (specifically role-playing games) at a large Australian University.
In this study, the researchers identified classes in which role-playing was used as an
instructional methodology. The courses’ instructors were interviewed and anecdotal data
were collected. The purpose of the interviews was to collect more specific information
about why the instructors incorporated role playing in class activities and how affective
the activities were at helping students master the courses’ content. The interviews
revealed that most of the instructors decided to use play as a tool for learning in the
affective domain. Specifically, instructors asked students to act out their feelings or to
attempt to “change places” with classmates in order to attempt to see things from their
points of view. Many of the instructors who were interviewed reported their beliefs that
the use of roleplay was an extremely effective instructional tool in lessons designed to
teach character education or to facilitate the development of positive, healthy,
interpersonal relationships. Sreeraman (2015), agreed, noting that providing opportunities
for interactive play was an effective way for parents to encourage positive social
interactions and to reinforce what children had learned about right and wrong behaviors.
Sreeraman expressed the belief that children who had opportunities to play regularly
experienced a greater overall sense of well-being.
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Play and the psychomotor domain
Bloom, Engelhart, Furst, Hill, and Krathwohl (1956) identified the psychomotor
learning domain as the one in which physical skills or tasks are taught. Although the
successful teaching of manual tasks generally involves demonstration and practice, there
are numerous ways in which those physical tasks can be learned as a result of play.
Cook, Encarnacao, and Adams (2010) examined the ways in which play could be
used to promote the cognitive, affective and psychomotor development of students with
disabilities. They identified numerous learning situations in which the use of robots has
proven to be extremely effective at helping learners with disabilities master prescribed
tasks. The researchers noted that, for many disabled learners, having access to a robotic
assistive device has enabled them to complete and master previously unattainable tasks.
By using robots, tasks that young learners might have otherwise avoided were attempted
because of the learners’ perceptions that they were having fun. The researchers
additionally advocated for the use of robots because they argued that, once learners saw
that the robots could help them accomplish their learning goals, those learners would be
less intimidated by attempting to master new physical tasks and would be more likely to
seek out ways in which to compensate for any physical limitations that have precluded
their success on previous instances.
Play and the development of social skills
In addition to facilitating success in three primary learning domains, researchers
have identified several other ways in which the use of play as an instructional tool can
benefit learners. Although no research studies involving adult learners were identified,
Wilkes-Gillan, Bundy, Cordier, Lincoln, and Chen (2016) conducted a research study to
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determine whether the use of play-based interventions with students with Attention
Deficit Hyperactivity Disorder (ADHD) led to an improvement in overall social play
skills. A group of children (aged 5-11 years) who had been diagnosed with ADHD were
studied. The twenty-nine participants in this study were divided into experimental and
control groups (n-15 and n-14, respectively). All individuals were pre-assessed using the
Test of Playfulness (ToP) at the beginning of the study. Students in the experimental
group participated in six clinical play sessions, completed weekly home modules, and
received one month of follow-up at home. Children in both groups were tested after all
interventions were complete using the same ToP instrument. Pre- and post- test
responses were blind scored by the same rater. The groups’ mean pre- and post-test
scores were analyzed; and, the data collected by the researchers revealed significant gains
in every ToP indicator among members of the experimental group. After analyzing all
data collected during this study, the researchers determined that participation in playbased interventions can significantly improve the social play skills of children with
ADHD.
Similarly, Pajoman and Honarparvaran (2016) conducted a research study to
assess the relationship between play and social skills in school-age girls in India. The
researchers assessed forty students divided into control and experimental groups
containing twenty students in each. All subjects in this study were in primary school
grades one and three. Students in the experimental group participated in specific play
therapy; and, members of the control group received no play therapy. Members of both
the experimental and control groups were pre- and post- tested using Matson’s Evaluation
of Social Skills with Youngsters, and Shades and Taylor’s Indicators of Academic
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Performance. Students in the experimental group experienced significantly greater gains
in both social skills and academic performance when compared to members of the control
group.
Summary – The big picture
Freire (1972) asserted that education is the means to bring about radical, social and
political change. He argued that education brings about empowerment through groups
that are underprivileged and often undereducated; and with that empowerment, education
becomes a way to freedom (from ignorance). According to Bedar (1989), adult
education’s ultimate goal is to facilitate change in a society, support social life, increase
productivity, and promote personal growth for all.
In order to repair academic gaps in adult education, research in Andragogy and
Constructivist theories suggests the field of adult education must start with the foundation
that consist of the learner, the learner’s needs, and instruction (Gitterman, 2004).
However, it is important for programs and instructors to remember there are no one-size
fits all approaches to instruction that includes all adult learners (Galbraith, 2004).
Nonetheless, the ability to incorporate multiple aspects of brain function interaction into
instruction assists in creating learning opportunities that are more holistic and
multidimensional (Krathwohl, Bloom, & Masia, 1999). The implementation of domainconscious instruction has the potential to assists with increasing the likelihood of
positively altering the adult’s outcomes. This is important because GED participant
returning to the ABE classroom are diverse in needs, experiences, cultures, and learning
preferences.
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Play incorporated into adult education classrooms affords participants the
opportunity to learn in innovative ways that veers away from the traditional norm. Playbased learning provides an avenue to connect technology and diverse learning in the
GED classroom. As society and technological advancements continue to develop, the
adult learner is changing. ABE must adapt to accommodate these changes. According to
Knowles (1980), adult education, GED programs included, have a critical role in altering
and further developing society. This critical role is compromised when adults are not
provided with adequate education that cultivates the whole learner. Institution, colleges,
and education programs possess the vehicles necessary to provide knowledge and
understanding needed to overcome internal and external educational impediments (Dale,
2010).
Technological transformation of society has increased the diversity in adult
thinking, education, and world around them. Continuous dialogue regarding new and
multi-domain adult education, gives researchers the ability to foreshadow the direction of
society based on the field of educations ability to meet the needs of adult basic education
participants in the future. From pre-primary through adult learning, education is ideally
structured to encompass the whole person and lifelong learning. However, the ability of
the current adult education system to tune into the academic, cognitive, affective, and
psychomotor needs is necessary with 21st century learners (Diamond, 2008). The
evolution of the learner, learning, technology, and society has virtually changed the ways
in which interaction throughout instruction should transpire (Johnson, 2017).
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CHAPTER III - METHODOLOGY
The current study investigated the extent to which play was being used in the
classrooms and how play might be used to improve GED students’ learning experience.
The study used a quantitative methodology to examine Mississippi GED students’
perspectives of using play as an instructional approach to enhance learning effectiveness.
This was accomplished through assessing the extent that play activities are used in GED
courses, students’ self-reported cognitive, affective, and psychomotor (CAP) learning
outcomes, and participants’ beliefs about the influence that play activities would have on
their learning experience if used in their current GED course. The research questions that
were explored are:
1. To what extent are play activities used as an instructional approach in MS GED
courses?
2. To what extent do MS GED students believe that play is effective in the
Cognitive, Affective, and Psychomotor (CAP) learning growth?
3. Is there a relationship between the extent that play activities are used as an
instructional approach and students’ beliefs that play is effective in the CAP
growth?
4. Overall, what are participants’ attitudes about using play as an instructional
approach in GED courses?
Research design
The study used a survey research design. The survey design allowed data
collection that provides information at one point in time. This method is ideal when the
researcher wants to get a general or overall understanding of a group’s perceptions,
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beliefs, perspectives, or satisfaction to make conclusions about the population it comes
from (Neuman & Robson, 2007). Currently in Mississippi, efforts have been made to
improve GED program student learning outcomes. However, GED programs are
experiencing decreasing levels of participation, as well as, gaps in students’ achievement.
Because perceptions and beliefs have a significant impact on students’ achievement
(Rovai, 2002), a survey research method was used to identify Mississippi GED students’
perceptions and beliefs about their current learning experience and their opinions on how
the use of play in the GED course can influence their learning. In this study, variables of
interest are play used as an instructional approach (independent variable) and
participants’ cognitive, affective, psychomotor (CAP), and reported learning (dependent
variable).
Participants and setting
The population of interest in the current study is comprised of adults in
Mississippi who are currently enrolled and taking classes in a formal GED education
program. GED students have the option to take self-paced learning classes online or
enroll in a traditional program with classroom instruction. The current study will focus on
students who are enrolled in traditional classroom programs at any of the community
college institutions that offer traditional GED classes. Therefore, the sampling approach
that was used was a survey of the population of all community college GED programs
and each student had an opportunity to participate.
Participants were those who have met the eligibility criteria to be accepted in
GED program in Mississippi, which states: individuals must be 18 years or older (with
exceptions made for individuals 16-17 years old based on criteria), do not have a high
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school diploma, and are not registered in a school program. According to Rule 7.2 GED
Standards published in the Mississippi State Board of Education Policy Manual (n.d)
(MSBEP), exceptions for GED eligible students who did not complete a secondary
education include:
a. The student must be at least 16 years of age; b. The student must be at least
one (1) full grade level behind his or her ninth-grade cohort or must have
acquired less than four (4) Carnegie units; c. The student must have taken
every opportunity to continue to participate in course work leading to a
regular diploma; and d. The school district superintendent, based on the
developed criteria, must certify the student to be eligible to participate in the
GED course. (chapter 7)
The current study excluded GED students who are 16-17 years of age who have
met the exception criteria as established in the MSBEPM.
Participants were sampled from community and junior colleges in Mississippi that
offer GED programs. According to American Council of Education guidelines, GED
students are required to participate in a minimum of 15 instructional hours per week
(Mississippi State Board of Education Policy Manual, n.d.). Out of the 28 programs in
MS that offer GED classes, 15 programs are held at community colleges that offer GED
classes and make up the list of members of the Mississippi Association of Community
and Junior Colleges (MACJC) Institutions. In the 2016/2017 school year, 1,040 first-time
students were enrolled full-time in a GED program (Mississippi College Board 2018
Annual Report, n.d.). Therefore, a sample size of more than 115 students is anticipated.
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Instrumentation
The instrument that was used for the current study included an adapted version of
the CAP Perceived Learning Scale developed by Rovai, Wighting, Baker, and Grooms
(2009) that is used to measures students’ cognitive, affective, and psychomotor (CAP)
learning in traditional and virtual classrooms. The study used two adaptations of this
scale to measure students’ current CAP and their anticipated CAP learning based on the
extent to which play activities were used. Correspondingly, two additional subscales were
developed from information found in the literature that measured participants’ self-report
of the extent to which play activities were used in the GED course and their attitudes
toward using play in the course.
In contrast to using final grades which are used in many studies but that are not
always reliable because they can be assigned and measured differently by teachers (Rovai
et al., 2009; Wighting, 2011), the current study used a self-reported instrument. Students’
self-report of their cognitive learning can be a valid and reliable way of measuring their
cognitive learning (Corrallo, 1994; Pace, 1990). According to Wighting (2011), in order
to measure learning, all domains of learning must be included. Additionally, adult
learners can provide accurate reports of their learning because of their increased selfawareness (Rovai et al., 2009).
The CAP Perceived learning scale consists of three parts, each measuring one of
the components- Cognitive, Affective, and Psychomotor. It is a self-reporting instrument
that consists of nine questions with 3 items each measuring students’ learning experience
in a course with statements that are specifically related to cognitive, affective, and
psychomotor domains. The response options use a 5-point frequency scale of 0 (Not at
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all) to 2 (Very much so). The internal consistency and reliability of the CAP instrument
has a Cronbach’s Alpha = .79 (Rovai et al., 2009). The instrument was modified to create
two versions of the 7-item scale. Items were re-written so that they were appropriate for
the reading level of the participants. The first scale asked participants about their current
learning experience in the course based on the CAP domains. For example, participants
were asked “Thinking about your current learning experience in the classroom, please
respond to each statement using a scale of 1(Not as much) to 5 (Very much so): I can
organize course material in a way that makes logical sense (cognitive), I have changed
my perceptions about the subjects learned as a result of this course (affective), I can
show to others the physical skills learned in this course (psychomotor). The second scale
asked about their perspectives on their learning experience based on the CAP domains if
play activities were used. For example, “Reflecting on your learning experience if play
activities (as listed above) were used in your course, please respond to each statement
using a scale of 1 (Strongly Disagree) to 6 (Strongly Agree)”.
Two more scales were created from reviewing the literature on play in adult
learning. The first scale had 11 statements (examples of play activities) and asked the
participants about the extent that the play activities are used in their course. For example,
participants were asked “Thinking about your learning experience in the course, on a
scale of 1 (Never) to 6 (Always), please rate to what extent each of the following play
activities are used in classroom lessons: Role play (ex: students act out different roles
when discussing a topic)”. The second scale had 8 statements and asked participants
about their opinion on using play in the classroom. For example, they were asked
“Reflecting on your learning experience if play activities (as listed above) were used in
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the classroom, please respond to each statement using a scale of 1 (Strongly Disagree) to
7 (Strongly Agree)…I think that using play activities in this course would: Improve my
learning”. The questionnaire is presented in Appendix A
Procedures
To recruit MS community college participants, permission was obtained from the
Council on Institutional Research and Effectiveness (CIRE) subcommittee on External
Research Approval. The Application to Conduct Research on Mississippi Association of
Community and Junior Colleges (MACJC) Institutions was completed and submitted to
the CIRE subcommittee chair. Once approved, an email was sent to each of its 15
MACJC member institutions (Coahoma, East Mississippi, Holmes, Itawamba,
Mississippi Delta, Northeast, and Northwest Community Colleges) explaining the
purpose of the study, along with a consent form, copy of the questionnaire and asking for
permission to request student participation. After receiving approval from the CIRE and
IRB approval from the University of Southern Mississippi, data collection begun.
Questionnaires were sent by email to directors of the 15 GED programs between
the months of August-September 2019. The directors were asked to send a link to
students to complete the survey online. The email provided a general explanation about
the purpose of the study and instructed students to click the link to be forwarded to the
questionnaire, which was hosted through Qualtrics. Instructors were reassured that testing
would only take a small amount of time, not exceeding 20 minutes. Participants were first
presented with the informed consent form, which included a statement that lets them
know that their participation is voluntary, and responses are anonymous. No incentives
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were provided for student participation. Once participants’ responses had been collected,
the responses were analyzed, and the research questions were addressed.
Data Analysis
Data was collected using the questionnaire and analyzed to answer the research
questions. After administering the questionnaire, SPSS was used to analyze data
collected. Data cleaning was conducted. Listwise deletion were used to exclude
substantially incomplete surveys. Cronbach’s alpha was reported for the scales.
Descriptive statistics were reported on demographic variables, as well as to answer
research questions one, two, and three. Bivariate analysis using Pearson’s R correlation
were used to answer research question four and five.
The higher the grand total score, the more play activities are used, the greater the
perceived learning, and the more positive participants ‘attitudes are about the use of play,
respectively. Frequencies (percentages) and means were reported, interpreted, and
presented in tables. Finally, Pearson’s r correlations were computed for questions four
and five using the grand total scale scores to test if there is a relationship between
students’ current perceived learning and their beliefs of their perceived learning if play
activities were used as well as the relationship between the extent that play activities are
used in the course and students’ perceived learning in their course. The r, and p values
with degrees of freedom were reported.
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CHAPTER IV – RESULTS
Overview
Participants
The participants of this study were 119 adult students, 48 males and 60 females,
with an average age of 30 years old (SD = 11.9). Most of the participants (N = 61)
reported being of Caucasian descent followed by African Americans (N = 51). The
participants were enrolled in GED program located at Mississippi community (N = 108)
and junior (N = 11) colleges. Most participants (N = 76) were first time students in their
program; however, 36% of the participants (N = 43) reported first enrolling in a GED
program as early as 1995. The participants’ demographic characteristics are shown in
Table 1.
Table 1
Demographic Characteristics of Participants
Characteristics

N

%

Community College

108

90.8

Junior College

11

9.2

Total

119

100

White/Caucasian

60

50.4

African American

51

42.9

Hispanic

4

3.4

Asian

1

.8

Other

2

1.7

Total

118

99.2

Program Type

Race
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Table 1 (continued).
Characteristics

N

%

Male

48

40.3

Female

71

59.7

Total

119

100

Gender

Analysis of data
Quantitative methods were employed and are included in the reporting and
analysis using descriptive statistics. Data were analyzed using SPSS software and then
used to report results for each of the research questions. Following are the results of the
internal consistency of the instrument, a descriptive and correlational analyses were also
conducted to evaluate the extent and relationship between play and the participants’
learning experiences.
Reliability of instrument
The internal consistency of each subscale in the instrument was tested by
computing Cronbach’s Alpha. The findings showed that all the subscales had strong
reliability (greater than 0.70). For subscale “Learning experience in the course,”
Cronbach Alpha = 0.76; for subscale “Extent play activities are used in classroom
lessons,” Cronbach Alpha = 0.85; for subscale “Learning experience if play activities
were used in the course,” Cronbach Alpha = 0.81; and for subscale “Opinion about using
play activities to learn in your current course,” Cronbach Alpha = 0.75. The results of the
internal consistency of subscales are presented in Table 2.
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Table 2
Internal Consistency of Subscales
Reliability Indices
Scale

Number of items

Learning experience in
current course
Extent play activities are
used in classroom lessons
Learning experience if play
activities were used in the
course
Opinion about using play
activities to learn in your
current course

Cronbach alpha
9

.76

11

.86

9

.81

8

.75

GED participants’ current CAP learning experience
The participants' responses were evaluated based on their level of agreement with
aspects related to their cognitive, affective, and learning experiences in their current
course. Responses for items were based on a 6-point scale in which 1 equals no
agreement (Strongly Disagree) and 7 equals maximum level of agreement (Strongly
Agree). On average, participants somewhat agreed with statements that asked them to
reflect on their current learning experience (M = 5.27, SD = 0.95). Participants had the
highest level of agreement on an item related to their psychomotor learning, agreeing
with the statement, “I am able to use the physical skills learned in this course outside of
class.” (M = 5.88, SD = 1.39). However, the agreement was lowest for an item related to
cognitive learning, with participants responding "Neutral" to the statement "I can create a
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course study guide for future students" (M = 4.20, SD = 1.89). The results of participants’
reflection of current CAP learning experience in the GED program are shown in Table 3.
Table 3
Practices Influence on Learning Current CAP Instructional
N

M

SD

116

5.53

1.506

117

5.31

1.477

107

4.20

1.886

116

5.75

1.271

117

5.40

1.656

113

5.26

1.419

117

5.88

1.391

116

5.22

1.565

116

4.86

1.850

Cognitive
I feel that I am able to think more complexly as a result of
this course.
I can organize course material into a way that makes
logical sense.
I cannot create a course study guide for future students. *
Affective
I feel more able as the result of the content learned in this
course.
I have changed my attitudes about the subjects learned as a
result of this.
I can critically analyze the texts used in this course.
Psychomotor
I am able to use the physical skills learned in this course
outside of class.
I cannot show others the physical skills learned in this
course. *
I have increased my physical skills as a result of this
course.
Note: * reversed-coded item

Research question one
Research question one asked, “To what extent are play activities used as an
instructional approach in MS GED courses?” Descriptive analysis was used to evaluate
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the extent of the use of play activities. Participants responded to each statement using a
scale of 1 (Never) to 5 (Always). On average, participants (N = 118) reported that play
activities were often used (M = 4.0, SD = 1.60). When looking at each item (activity
type), 50% or more of the participants reported that lecture, group activities, case studies,
tabletop simulations, brainstorming and discussions were often or always used in
classroom lessons (M = 4.60, SD = 1.45). On the other hand, at least half or more of the
participants reported that arts and crafts and theatrics were rarely or never used (M =
2.84, SD = 1.45). The results of the extent of play activities as an instructional approach
are shown in Table 4.
Table 4
Means and Standard Deviations for Integration of Play in GED Courses

M

SD

Lecture

4.8261

1.42201

Discussions

4.7949

1.41749

Case Studies

4.7797

1.26852

Table-top simulations

4.5088

1.47093

Group activities

4.4615

1.57315

Brainstorming

4.2301

1.56416

Stimulation games

3.9483

1.73378

Competition Games

3.3448

1.80388

Role play

3.3217

1.73987

Arts and crafts

2.7982

1.81527

Theatrics

2.8860

1.84227
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Research question two
Research question two asked, "To what extent do MS GED students believe that
play is effective in the CAP learning growth?" The participants responded to each
statement using a scale of 1 (Strongly disagree) to 7 (Strongly agree): On average,
participants (N = 119) somewhat agreed (M = 5.14, SD = 0.96) to statements related to
the effectiveness of cognitive, affective, and psychomotor aspects of their learning. When
looking at the median values for the cognitive, affective, and psychomotor domains, 50%
or more of participants agreed or strongly agreed with the following statements related to
cognitive aspects of learning if play was used: “I could organize course material into a
way that makes logical sense” and “I could critically analyze the texts used in this
course” (M = 5.3, SD = 1.38).
On the other hand, 50% of participants reported a neutral position that they
"…could create a course study guide for future students" (M = 4, SD = 1.76). Regarding
affective aspects of learning, half of the participants agreed or strongly agreed that they
would "...change [their] attitudes about the subjects learned as a result of this course".
On average, participants somewhat agreed that the course helped them to think more
critically (M = 5.30, SD = 1.55). Further, more than 50% of participants agreed that they
"would be able to use the physical skills learned in this course outside of class,"
and "...could show others the physical skills learned in this course." Whereas 50% of
participants reported a neutral position when responding to if "…[their] physical skills
would be increased as a result of this course" (M = 4.50, SD = 1.85). Therefore, more
than half of participants had slightly higher level of agreement about the effectiveness of
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affective aspects of learning if play were used in the classroom when compared to
cognitive and physical aspects. The findings are presented in Table 5.
Table 5
Students’ Belief in Effectiveness of Play in CAP Learning
N

M

SD

109

5.30

1.384

115

5.21

1.454

105

4.40

1.768

113

5.51

1.317

114

5.49

1.397

116

5.35

1.556

115

5.31

1.512

117

5.16

1.531

112

4.55

1.854

Cognitive
I could critically analyze the texts used in this
course.
I could organize course material into a way that
makes logical sense .
I could not create a course study guide for future
students. *
Affective
I would feel more able as the result of the
content learner in this course.
I would feel that I am able to think more
complexly as a result of this course.
I would change my attitudes about the subjects
learned as a result of this course.
Psychomotor
I would be able to use the physical skills learned
in this course outside of class.
I could show others the physical skills learned in
this course.
My physical skills would not be increased as a
result of this course. *
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Research Question Three
Research Question three asked, "Is there a relationship between the extent that
play activities are used as an instructional approach, and students' beliefs that play is
effective in the CAP growth?" These questions were evaluated based on the participants'
rating of their current learning experiences. Pearson's r was used to test if there was a
correlation between the extent that play activities are used as an instructional approach,
and students' beliefs that play is useful in the CAP growth. Using a significance level of
0.01, it was found that there was a significant positive correlation r = 0.38, p < 0.001.
Students reported that they believed that play was useful in developing cognitive,
affective, and psychomotor aspects of their learning. Figure 1 represents a scatter plot
showing a positive correlation between participants' responses on the extent that play is

Students’ Beliefs Play is Effective

used and their belief of play as effective in CAP growth.

Students’ Beliefs Play is Effective
Figure 1. Correlation Between Students’ Belief of Extent and Effectiveness of Play.
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Research Question Four
Research question four asked, "Overall, what are participants' attitudes about
using play as an instructional approach in GED courses?" Participants responded to each
statement using a scale of 1 (Strongly Disagree) to 7 (Strongly Agree). On average,
participants reported that they somewhat agreed on statements about the use of play
activities to learn in their course (M = 5.40, SD = 1.01). When examining participants'
responses per item, on average, participants agreed that using play activities in the course
would help them succeed in the program overall (M = 5.97, SD = 1.34). Meanwhile, on
average, participants did not support that using play activities would improve their
understanding of the course content. Although the participants' results suggested that play
is a positive addition to bettering overall program success, participants responded more
neutrally to questions regarding their ability to understand content if play was integrated
into the current curriculum that is being taught. The participants’ responses to perceived
improvement of understanding of content with play is shown in Table 6.
Table 6
Participants’ Attitudes About Using Play as Instructional Approach
M

SD

Help me succeed in the program overall.

5.97

1.341

Improve my learning.

5.81

1.444

Help me relate things learned to real life.

5.46

1.477

Make my learning experience fun.

5.45

1.550

Be better than the way I am taught now

5.19

1.690

Not help me to learn the information to pass the

5.14

1.838

GED exam. * (reversed)
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Table 6 (continued).
M

SD

Not make my learning experience better.* (reversed)

5.13

1.896

Not improve my understanding of the content taught. *

5.00

1.893

(reversed)
Note:

*

reversed-coded item

Summary
The current study examined cognitive, affective and psychomotor aspects of GED
students' learning experiences. Specifically of interest was student's attitudes and their
perceived influence of using play-based learning activities to increase CAP learning
outcomes. Participants surveyed were 119 adult students enrolled in community and
junior colleges in MS. An adapted instrument with internal consistency of 0.75 and
greater on subscales was used to measure CAP aspects of learning. Reflecting on their
current learning experience, participants generally had somewhat favorable perceptions
about their capabilities as it relates to CAP outcomes (M = 5.27). Across subscales
(domains), affective outcomes were on average, most positively perceived as influencing
CAP learning (M = 5.56 ) and cognitive aspects were less perceived as influencing CAP
learning (M = 4.92). Within domains, on average, participants more frequently agreed
than disagreed that they would be able to use the physical skills learned outside of class
(M = 5.88) (psychomotor learning). On the other hand, most disagreed that they were
able to create a course study guide as a result of their current cognitive learning
experience (M = 4.20).
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Furthermore, the frequency that play activities were incorporated into the learning
experience was examined. Results showed that on average, play activities were
sometimes used (M = 4.00). Among these, lecture, group activities, case studies, tabletop
simulations and discussions were often used. Whereas, arts and crafts, and theatrics were
least used. Overall, participants somewhat agreed that the use of play would be effective
in supporting CAP learning growth (M = 5.14). Most participants agreed that cognitive
aspects related to logically organizing course material and critically analyzing texts used
in the course would be effective outcomes if play were used. Comparing responses by
domains, affective learning experiences when play activities are used had the highest
overall average rating for effectiveness (M = 5.45). Most participants agreed that they
would feel more able due to content covered in the course if play were used (M = 5.51).
Half believed they would be able to use the physical skills learned outside of class.
Additionally, a statistically significant moderate positive relationship (r = 0.38) was
found between the extent that play activities are used and students' beliefs that play is
effective. Finally, on average, participants had a positive attitude toward incorporating
play activities in GED courses, somewhat agreeing to positive outcomes (M = 5.40).
Helping them succeed in the program was an outcome most agreed upon (M = 5.97). On
average, there was less agreement among participants that using play would improve
their understanding of content taught (M = 5.00).
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CHAPTER V - DISCUSSION
The purpose of this study was to examine the extent to which Mississippi GED
adult learners believe that incorporating play into instructional practices improves the
cognitive, affective, and psychomotor learning experiences of adult learners enrolled in
MS GED programs. A quantitative research design was used to survey students enrolled
in various GED programs throughout the state of Mississippi. The guiding research
questions were:
1. To what extent are play activities used as an instructional approach in MS GED
courses?
2. To what extent do MS GED students believe that play is effective in the
Cognitive, Affective, and Psychomotor (CAP) learning growth?
3. Is there a relationship between the extent that play activities are used as an
instructional approach and students’ beliefs that play is effective in the CAP
growth?
4. Overall, what are participants’ attitudes about using play as an instructional
approach in MS GED programs?
Discussion
Responses from 119 adult learners, representing GED programs throughout the
state of Mississippi, suggested that there is a need for more frequent use of play strategies
in adult basic learning programs. The findings of this study revealed that adult learners
believed that when play is integrated, cognitive, affective, and psychomotor aspects of
their learning have some influence on their interest in the courses and understanding of
the course content. More specifically, the findings of this study showed that play as an
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instructional approach promotes student engagement and retention of academic content.
Based on the participants’ responses to the survey questions, more opportunities for
instruction geared towards enhancing both cognitive and affective learning are needed in
adult education programs. Whereas, the need for more opportunities to bridge the
affective domain into learning is somewhat expected, the expression of a lack of in-depth
cognitive learning is problematic, since cognitive based instruction is a foundational
component of the alignment that exists between Common Core and Mississippi
programs’ curriculum (Meeder, Suddreth, Achieve, 2012). Additionally, the GED exam,
HiSET, and TASC, are both cognitive-based assessments used in Mississippi to measure
the diploma equivalence level of adults enrolled in alternative learning programs. These
evaluations serve as secondary means for assessing program quality while at the same
time, magnifying strengths and weaknesses within the program.
This information is important in that feelings of limited cognitive understanding
were conveyed through survey responses and bring awareness to potential causes for
continual declines in Mississippi GED exam pass rates. The learner’s perspective matters
because their education and betterment are primary objectives of adult basic education
programs. A learner’s ability to successfully meet the requirements of Mississippi
assessment programs ultimately provides a level of summative evaluations of the
learner’s academic accomplishments, teacher effectiveness, as well as the course,
curriculum, and program. Statistical data demonstrates a continuous decline in students’
learning and prompts a call for changes in the way that adult basic education is taught in
order to positively influence the pass rates on the assessment.
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Implications
There has been a plethora of studies related to determinants of low retention in
adult basic education programs. Like previous research, this study was conducted to
identify approaches to increasing student retention in adult learning programs. However,
this research is different in that it focused on the incorporation of play-based learning as a
means of supporting education of the whole learner in adult basic education learning
programs to aid in increasing student retention and completion rates. The findings of this
study add to current research by showing that play-based learning had a significant
relational effect on Mississippi GED participants’ learning experiences and beliefs. Based
on the participants’ responses, play-based learning was reported as effective in meeting
their individual needs and preparing them as 21st-century learners.
Further, this study provides a first-person adult student view that further solidifies
the call for instruction that encompasses multiple domains of learning from a vital source,
the adult learner. Adults, who are lifelong learners, learn best when classroom instruction
corresponds to their learning styles. Lifelong learning perspective suggests learning never
stops; adults are continuously developing. Therefore, adult programs should periodically
be reviewed and modified to ensure the implemented curriculum and teaching methods
are aligned to current adult learners’ needs (Miller, Grover, & Deggs, 2016).
Implications for educational practice
Adult education reform is rapidly advancing to provide students skills they need
to compete globally in the 21st century (Bauer & Avoseh, 2018). Twenty-first-century
leisure, academic, and physical activities are affording adults increased opportunities for
collaborations that incorporate forms of play as an application to transferring new
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knowledge. Play learning serves as a modern form of unconventional learning. Learning
that diverts away from traditional education is becoming increasing prevalent in most
aspect of formal adult education Most programs differ drastically in levels of diversity
and inclusiveness in terms of students' learning styles, cultures, and abilities, which
subsequently increases difficulty when attempting to determine specific areas impeding
student retention, completion, and overall success. The findings from this study of GED
participants showing learning domain instruction is unevenly incorporated in Mississippi
adult education are supported by Miller, Grover, Deggs (2016) study findings suggesting
GED programs assessment, curricular, and instructional revisions have created increased
uncertainty regarding instruction among adult education directors.
Today's workforce and society necessitates adults to possess continuously
increasing levels of intellectual competencies and critical thinking; which requires prior
application and transfer of new knowledge. Play learning has the potential to develop and
enhance instruction and learning in adult education. Similar to Andreopoul and Moustaka
(2019), the results of this study revealed a lack of play based learning lessons or activities
in Mississippi GED programs might adversely impact students’ engagement and ability
to retain academic information. Play integration aids in combatting a wide variety of
obstacles facing adult education, particularly retention and completion. Play learning
fosters creative ways of thinking and incorporates imagination into executing the
acquisition of new knowledge. The integration of the play and CAP domains, adds the
free- feeling of games to often intimidating adult education classroom, increasing the
likelihood of long-term retention and completion by positively altering the adults’
learning experiences (Andreopoul & Moustaka, 2019).
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The integration of play in adult learning programs stands to not only increase
retention and completion rates but also prepare learners to compete in the global market.
While this research suggest that play-based learning can rejuvenate adult education
programs, it is essential to remember that program recruitment efforts should focus on
both the adult learners in need of a high school equivalency level education and those
once enrolled in a program. Secondly, the program must offset retention and completion
problems. Play-based learning can assist in overcoming these issues by aiding in
changing adult’s outcomes through additionally incorporating cognitive, affective, and
psychomotor skills. By recognizing and reinforcing metacognition, play assist learners in
mastering cognitive learning by encompassing countless opportunities to build
connections, thus closing intellectual gaps. The affective needs further strengthen the
possibility of knowledge retention by aiding in building adult learner confidence and
motivation, which subsequently decreases adults’ fear of failure and other negative
emotion that hinder student success. The incorporation of the psychomotor domain in the
adult education classroom allows interaction opportunities that aid in developing
facilitation, communication, and leadership skills (Rao & Stupans, 2012). These
interactions assist in creating a judgment-free environment where adult feel safe, thus
establishing a higher degree of comfort in classroom, therefore opening doors to
conversations and further interaction which foster openness and positive learning
throughout the education process (Arndt, 2010).
Educational reform
An educational reform is needed to meet the shifting needs of diverse twenty-first
-century adult learning for students with different backgrounds, knowledge, and abilities
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(Andreopoulou & Moustakas, 2019; Stuart 2009). Research conducted by philosophers
Vygotsky, Knowles, and Bloom ((Gajdamaschko, 2005;Vygotsky, 1978) indicates that
adults learn best when their learning is differentiated and individualized based on their
needs. The Learning Pathway, a pilot study conducted by Rutschow et. al., (2014)
coincides with Vygotsky, Knowles, and Bloom in that adult education should be
determined by students’ needs and provide exposure to rigorous learning opportunities
that adequately prepares the learner for educational and career success. As previously
stated, play-based learning addresses the whole learner by enhancing learners’ ability to
intellectually, physically, and emotionally aid learners in embracing rigorous content.
The intentional act of targeting the whole learner through play-based learning
ensures all areas of the learner that can promote the progression of knowledge are
supported. Adult learners’ level of success and ownership is further increased by the
facilitation of cognitive, affective, and psychomotor teaching throughout the learning
process. Incorporating instruction that offers diversity in delivery diversifies the degree to
which students understand and can transfer the content, thus increasing student content
ownership, retention, and success overtime (Rutschow, Cray-Ross, & MDRC, 2014).
Diversity and inclusivity in the curriculum
The implementation of multiple domain instruction is vital to cultivating the level
of diversity and inclusivity in the adult education classroom. Instruction that encompasses
the use of cognitive, affective, and psychomotor learning that includes play may well
enhance and diversify program curricula. Diversified and inclusive learning approaches
promote content transferability, reinforce problem solving, and connect meta-cognition to
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the learners’ mental, physical, and emotional needs. These high-order thinking attributes
subsequently have the potential to promote increases in student success.
Similar to Sjoberg (2017), the findings of this study also support that play is a
possible avenue for building adult learners’ connections to multiple types of content.
Participants in the study interacted with open play in nature. The study’s findings
indicated that participants’ play experiences help them to have a stronger connection,
deeper understanding, more positive outlook on the content and environmental program
from the incorporation of play with the content. To explain, the adult learner participants
in this study demonstrated high levels of interest in play-based learning inclusion in the
adult education classroom as a means to enhance CAP learning.
Adults benefit from learning opportunities that are diversified and inclusive
(Koops & Taggart, 2011). Play-based learning is an underused diverse approach to adult
instruction; it can be integrated into adult education in countless innovative ways that
assist in meeting the cognitive, affective, and psychomotor needs of the twenty-firstcentury learners. The use of play-based learning in adult education may well transform
the dynamics of formal education programs move towards current knowledge that
conforms to the twenty-first-century learners and leads to a decrease in traditional
instructional practices in adult education programs.
While extensive research exists, maintaining the benefits of play in early and
primary education, studies conducted on the integration of play-based learning in
secondary and post-secondary educations is limited (Freitas, 2013). The findings of this
study indicate that play-based learning is reported to improve instructional practices,
foster diversity in the curriculum, and enhance adult students' learning by allowing them
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to activate individualized prior knowledge, boost application, and subsequently stimulate
analysis that strengthens content understanding (Fengfeng, Kui, & Ying, 2016). Playbased learning has the potential to be a possible remedy to Mississippi's current issue of
lower mean GED program retention and completion rates, because of its multifaceted
ability to allow instructors and learners new means of stepping outside the realm of a one
size fits all instructional approach.
Play-based learning is an instructional approach that has been proven to preclude
selectivity of learning preferences for adults. Instead, it allows educators to adapt
instruction to address learners' individual needs (Taft, Kesten, & El-Banna, 2019).
Participants in the current research study responses showed interest in play opportunities
in Mississippi GED programs with more than half of participants strongly agreeing with
questions pertaining to gaining a stronger understanding of content with the use of playbased learning. Although play-based learning is an underused approach to adult
instruction, it can be integrated into adult education in countless innovative ways that
assist in meeting the cognitive, affective, and psychomotor needs of the twenty first
century learner. The use of play-based learning in adult education may well transform the
dynamics of formal education programs using conventional learning methods that
conform to the needs of the twenty first century learners in adult education programs.
Active-learning approach
Adult education programs across the United States, particularly in the state of
Mississippi, have instructional differences; nonetheless, all adult education programs
share one joint mission, to produce highly functioning citizens in an ever-changing fastpaced society (McShane, 2005). Administrators and educators in post-secondary
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education programs actively reinforce this mission by setting goals that reflect a
systematic plan aimed at improving the literacy development of adults without a formal
education. The use of play-based learning as a multiple domain approach could further
aid in this plan by promoting increases in adult education completion through changing
adults’ perception and interaction with instruction while completing an adult education
program.
Each domain of learning plays a vital part in educating the whole learner. The use
of play in the classroom affords endless chances to intertwine every domain. When
involved, the cognitive domain assists in strengthening the learners’ perspective,
thinking, and problem-solving abilities, while the affective domain fosters an adult’s
feeling, perspectives, and values into learning. Lastly, the psychomotor embodies
physical functions, actions, and movements engaging the learner both mentally and
physically while ensuring a sense of safety in the environment. The combination of all
three assist in altering each adult learners’ outcomes. Such learning provides levels of
support and enhancement that surpasses the normal learning restrictions that accompany
focusing solely on one learning domain at a time (Sonmez, 2017). Play-based instruction
is an innovative teaching option that enhances the user’s ability to incorporate multiple
domains of learning into today’s classrooms.
This is relevant because Mississippi GED programs retention and completion
numbers have decreased, indicating a need for program changes that address and support
the twenty-first-century learners’ needs. Play-based learning in the adult education
classroom provides hands-on opportunities to build, connect, and transfer knowledge into
the real world (Fengfeng, Kui, & Ying, 2016). More critical, play-based learning
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increases student engagement and makes learning active, both of which have been noted
to have positive influences on student retention and completion of GED programs.
Participants in this study reported initially enrolling in GED programs as early as
a decade before the current research, which further augments the need for the measure to
support retention and completion. A 2011 NSYL (National Longitudinal Survey of
Youth) study analysis showed adults who earn a GED had higher a significantly monthly
income and salary than their high school dropout counterparts. This suggests that
finishing a GED program could increase an adult’s likelihood of obtaining a higher
paying job (Song, Patterson, & American Council of Education, 2011). GED program
completion is necessary to elevate adult learners in education, careers, and success.
Approximately 39 million adults in the United States lack a high school diploma or its
equivalence; however, only a small portion of that number have enrolled and completed a
GED program (Rutschow, Grossman, & Cullinan, 2014). Illiteracy has a crippling effect
on adults, who lack formal education, personal and professional advancement. While
these statistics are heartbreaking, they further confirm the crucial role GED programs
have in the betterment of society and humankind. To increase adult learners’ interest,
enrollment, and completion of GED programs, the curriculum must integrate active
learning and promote inclusive learning.
Besides, twenty-first-century adults require learning opportunities that increase
their versatility in an increasingly sophisticated world where even manual labor
employment requires a high school equivalency level. A proactive approach to educating
twenty-first-century adult learners is critical. Learning that offers cognitive, affective and
psychomotor inclusion meets these needs while reducing some of the pressure learner's
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experience, thus helping them to persevere to their academic and life goals. Reaching
such a goal is important since studies show adults who obtain a high school equivalency
degree are more employable then adults without (Grotluschen, Buddeberg, Redmar &
Ansen, 2019). An adult's ability to gain and sustain adequate employment influences
quality of life and the plausibility of overcoming poverty.
Implications for future research
Further research is necessary to assess the magnitude of cognitive, affective, and
psychomotor learning that would occur with the integration of play-based learning in
adult basic education program, in particular. GED programs. The continuous
development of adult education, addressing the fact that the real world requires
adaptation and versatility to stay current with technology and societal growth, heightens
the need for play-based instruction. Such requirements highlight the vital need for adults
who are competent and possess flexibility in the twenty-first century. Adults need
educational experiences that cater to cognitive, affective, and psychomotor learning to
meet requirements and obligations structured by daily life. Extensive research is needed
to determine which components of play-based learning effectively contribute to adult
learners’ academic success and with program retention.
This study provides additional pathways for meeting the CAPs needs of a diverse
population of twenty-first-century adult learners by incorporating play-based learning
into adult basic education instruction. However, the current research does not directly
encompass the use of technology as it relates to play-based learning. The integration of
technology could assist in boosting both CAPs and play-based learning in adult basic
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education. Further research is necessary to explore the methods and benefits of
intertwining technology with play-based learning in the adult basic education classroom.
Limitations
One limitation is that this study was limited to adult participants enrolled in GED
programs at junior and community colleges throughout the state of Mississippi. The
perspective of high-school age students and adults enrolled in GED programs not
affiliated with a post-secondary institution were not considered. Secondly, the use of play
and the incorporation of CAP in this study does not account for funding that would be
needed to ensure the effective implementation of play-based learning in the GED
classroom. The incorporation of play based learning and technology that can meet such
needs in adult basic education program will require additional funds to be allocated to
GED programs. Such funding would be necessary to provide instructor training, program
resources, and site materials for the aid of affirming effective and successful
implementation of play based learning in the adult basic education program. This is
problematic since adult basic education programs in MS and across the country are
operating on limited budgets, with most program finances already being stretched to the
maximum.
Summary
Mississippi adult basic education programs are currently experiencing continuous
declines in the number of students returning to or completing MS GED programs.
Twenty first century adult learners in the state are dropping out of GED programs or
failing to pass the required test (s) associated with obtaining their GED. Research
(Rutschow, Cray-Ross, & MDRC, 2014) and statistical data associated with adult basic
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education retention and completion point towards a need for changes in the delivery of
today’s GED programs in order to repair this dilemma. Today’s GED programs could
benefit from venturing away from traditional education and towards a less conventional
approach to adult education in order to meet the needs of the whole learner and increase
the likelihood of 21st century adult learner’s success. Play-based learning is one approach
to bridging gaps in adult basic education programs.
The goal of this study was to examine the extent to which play improves the
learning experiences of adult learners enrolled in MS GED programs. A quantitative
design was used to survey students enrolled in various GED programs throughout the
state of Mississippi. While the results of this study revealed that play-based learning
significantly influences adult student knowledge, nearly half of the students were unsure
that play-based learning would improve their learning experiences and understanding of
course content in the GED classroom. Interactive, play-based learning is not the end-all
answer to retention challenges in MS GED programs; it is, however, an approach that
allows for critical thinking and flexibility in instruction that meet the needs of the whole
learner. Further work is needed to determine which components of play-based learning is
most useful for adult learners and to examine the implementation process related to
instructional techniques and consistency.
The use of play-based learning has the potential to transform adult learning in
both positive and productive ways by engaging the whole person through the embedding
of cognitive, affective, and psychomotor domain, which thus reinforce personal and
academic development. Play based learning further affords both intrinsic and extrinsic
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opportunities for intertwining GED participants’ experience, context and curriculum
which aid in expanding the adults capacity for understanding while supporting in-depth
metacognition. Play-based learning in the GED classroom affords stakeholders new
strategies to align classroom instruction and curriculum to meet the needs of diverse
learners in ways that could potentially elevate the overall success of the program and the
adult learner.
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APPENDIX A - Instrument
Mississippi GED Participants’ Perspectives of Using Play as an Approach for
Enhancing Classroom Learning Effectiveness
1.

Are you 18 years of age or older?
◯ Yes
◯ No → You do not meet the criteria for the current study. Please return this questionnaire to the
researcher

2.

Are you currently enrolled in a GED program in the state of MS?
◯ Yes
◯ No → You do not meet the criteria for the current study. Please return this questionnaire to the
researcher.

3.

Which type of GED program are you currently enrolled in?
◯ Community College
◯ Junior College
◯ Online/Self-Pace → You do not meet the criteria for the current study. Please return this
questionnaire to the researcher.
◯ Other → You do not meet the criteria for the current study. Please return this questionnaire to
the researcher.

4.

What is the name of the institution where you are enrolled?

5.

What is your age?
___________________

6.

In what year did you first enroll in your GED program?
____________ (Please Type Year)

7.

Thinking about your current learning experience in the course, please respond to each
statement using a scale of 0 (Not at all) to 6 (Very much so):

76

8.

I can organize course material
into a way that makes logical
sense.

9.

I cannot create a course study
guide for future students.

Strongly
Disagree

Disagree

Somewhat
Disagree

Neutral

Somewhat
Agree

Agree

Strongly
Agree

1

2

3

4

5

6

7

10. I am able to use the physical
skills learned in this course
outside of class.
11. I have changed my attitudes
about the subjects learned as a
result of this course.
12. I can critically analyze the texts
used in this course.
13. I feel more able as the result of
the content learned in this
course.
14. I have not increased my physical
skills as a result of this course.
15. I can show others the physical
skills learned in this course.
16. I feel that I am able to think
more complex as a result of this
course.

17.Thinking about your learning experience in the course, on a scale of 1 (Never) to 6
(Always), please rate to what extent each of the following play activities are used in
classroom lessons

Never

Rarely

Sometimes

Neutral

Often

Always

1

2

3

4

5

6

18. Lecture
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Never

Rarely

Sometimes

Neutral

Often

Always

1

2

3

4

5

6

(ex: teacher teaches a
lesson to the class)

19. Group activities
(ex: students complete
lessons, assignment,
practice problems,
projects, etc. in groups)

20. Case studies
(ex: read scenarios about
situations or problems and
solve)

21. Simulation games
(ex: explore scenarios
/situations through
interactive video or online
tools)
22. Table-top simulations
(ex: teacher presents a
scenario/problem and
students discuss possible
solutions)
23. Role play
(ex: students act out
different roles when
discussing a topic)
24. Discussions
(ex: classroom discussion
of topics presented by
teacher)
25. Competition Games
(ex: students play games
where they compete with
others in the class on
topics taught)
26. Arts and crafts
(ex: Play-Doh, drawing,
collages, painting, etc.)
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Never

Rarely

Sometimes

Neutral

Often

Always

1

2

3

4

5

6

27. Theatrics
(ex: humor, skits, singing,
story-telling, dance, etc.)
28. Brainstorming
(ex: coming up with
different ideas and
throwing out the ones that
are not as good)

Please review the following list of play activities that can be used in the classroom to teach
concepts:
group activities, simulation games, competition games, scenarios, role play, discussions,
arts and crafts, brainstorming, drawing, painting, acting, dancing, singing, humor
29. Reflecting on your learning experience if play activities (listed above) were used in your
course, please respond to each statement using a scale of 1 (Strongly disagree) to 6
(Strongly agree):
Strongly
Disagree

Disagree

Somewhat
Disagree

Neutral

Somewhat
Agree

Agree

Strongly
Agree

1

2

3

4

5

6

7

30. I could organize course material
into a way that makes logical
sense.
31. I could not create a course study
guide for future students.
32. I would be able to use the
physical skills learned in this
course outside of class.
33. I would change my attitudes
about the subjects learned as a
result of this course.
34. I could critically analyze the
texts used in this course.
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Strongly
Disagree

Disagree

Somewhat
Disagree

Neutral

Somewhat
Agree

Agree

Strongly
Agree

1

2

3

4

5

6

7

35. I would feel more able as the
result of the content learned in
this course.
36. My physical skills would not be
increased as a result of this
course.
37. I could show others the physical
skills learned in this course.
38. I would feel that I am able to
think more complex as a result
of this course.

39.As it relates to your opinion about using play activities to learn in your current course,
please rate your level agreement to each statement

I think that using play
activities in this course
would:

Strongly
Disagree

Disagree

Somewhat
Disagree

Neutral

Somewhat
Agree

Agree

Strongly
Agree

1

2

3

4

5

6

7

40. Improve my
learning.
41. Not improve
my
understanding
of the content
taught.
42. Help me relate
things learned
to real life.
43. Be better than
the way I am
taught now.
44. Not help me to
learn the
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I think that using play
activities in this course
would:

Strongly
Disagree

Disagree

Somewhat
Disagree

Neutral

Somewhat
Agree

Agree

Strongly
Agree

1

2

3

4

5

6

7

information to
pass the GED
exam.
45. Make my
learning
experience fun.
46. Not make my
learning
experience
better.
47. Help me
succeed in the
program
overall.

You have completed the survey.
Thank you for your time and participation.

81

APPENDIX B IRB Approval Letter
NOTICE OF INSTITUTIONAL REVIEW BOARD ACTION
The project below has been reviewed by The University of Southern Mississippi Institutional
Review Board in accordance with Federal Drug Administration regulations (21 CFR 26, 111),
Department of Health and Human Services regulations (45 CFR Part 46), and University Policy
to ensure:
•
•
•
•
•
•
•

•

The risks to subjects are minimized and reasonable in relation to the anticipated
benefits.
The selection of subjects is equitable.
Informed consent is adequate and appropriately documented.
Where appropriate, the research plan makes adequate provisions for monitoring the
data collected to ensure the safety of the subjects.
Where appropriate, there are adequate provisions to protect the privacy of subjects
and to maintain the confidentiality of all data.
Appropriate additional safeguards have been included to protect vulnerable subjects.
Any unanticipated, serious, or continuing problems encountered involving risks to
subjects must be reported immediately. Problems should be reported to ORI via the
Incident template on Cayuse IRB.
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